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Education in the Knowledge Economy 
Preparing a flexible, networked & multi-
skilled workforce 
 
•  Focus on connections between schools & 
society, the challenges of adulthood, & 
exposure to a wide range of contexts, role 
models & experiences of genuine responsibility 
     (Bentley, 1998) 
 
•  Focus on innovation, creativity, critical thinking, 
problem solving, communication & collaboration  
      (Partnership for 21st Century Skills, 2009) 
 
	  
 
	  
	  
 
“ 
 
 
 
Australian Government Initiatives 
Australia in the Asian Century White Paper 
acknowledges Australia’s innovation  
capabilities 
 
 
 
“using creativity and design-based 
thinking to solve complex problems is 
a distinctive Australian strength that 
can help meet the emerging 
challenges of this century” 
(Commonwealth of Australia, 2012:8)  
 
 
“ 
 
 
 
Australian Government Initiatives 
National Cultural Policy Creative Australia 
recognises contribution of design to 
cultural & economic sectors 
 
 
 
“If Australia is to position itself for the 
future, and be a beacon in the region & 
the world, there is a need to 
encourage activities that foster the 
cultural economy & build social and 
economic capital using creativity to 
generate new skills and jobs.” 
(Commonwealth of Australia, 2013:9)  
 
How does the education sector 
at all levels achieve this? 
 
 
 
 
	  
Educating the Creative Class  
Innovative Pedagogy across Curriculum 
Infrastructures   
 
Pedagogical innovation (emphasising cultural 
citizenship & creative entrepreneurship) is required in 
OECD economies to ensure alignment of education 
with the 21st century knowledge economy/society 
(Centre for Educational Research and Innovation, 2008:3) 
 
New modes of education that prepare the ‘missing 
middle’ or K-16 education pipeline to effectively drive 
the creative economic engine, need to be explored.  
(Carnevale & Desrochers, 2002: 18-22) 
 
 
 
	  
 
	  
	  
 
 
 
	  
A New Landscape of Learning 
(Bentley, 1998)  
 
Understands business climate 
Extends beyond the classroom 
Promotes active citizenship 
Develops employability 
Tackles underachievement & social exclusion 
“Participatory” culture (Jenkins, 2006) learning 
through networked collectives  
(Thomas & Brown, 2011) 
	  
 
 
 
	  
A New Framework to deliver on 
required  21st Century 
Competencies 
 
Competencies required for the three defining 
features of the creative knowledge economy: 
Innovation 
Transdisciplinarity 
Networks  
(Hearn and Bridgestock, 2010) 
 
New opportunities at the intersection of arts, 
design and the sciences form a powerful 
catalyst for new ways of seeing, knowing, 
doing and being in the 21st century. 
 
 
	  
	  
 
“ 
 
 
 
ACARA cross curriculum priority: 
 
Scientific understanding and science inquiry processes help 
students to appreciate how people forecast change and plan the 
actions necessary to shape more sustainable futures, including 
the design, construction and/or management of the physical and 
social environment. By providing a focus on change in systems, its 
causes and consequences, the sustainability priority assists 
students to relate learning across the strands of science. 
 
http://www.australiancurriculum.edu.au/Science/Cross-Curriculum-Priorities 
(accessed Dec 16 2011) 
 
The International Baccalaureate Difference  
Perceptions of Areas of Knowledge  (TOK) 
Art  Science  
  Individual expression – what about 
working in collaboration, for commission   
  Creative and original – and science isn’t? 
  It might be beautiful but it also   
     might be shocking and confronting  
  It can be made in a few minutes but 
usually is the result of  research and skill 
built up over many years   
  $ Value can be debated – and not only 
the $ value- what about the intrinsic value 
of art to society ?  
  Art from the past still has resonance 
for (some of ) us – but how is it really 
relevant to my life  ?   
  Its about rules and laws – yes but is it 
also about challenging them  
  It explains how things are rather than 
comments on them – yes but there are 
many contested scientific debates  
  It involves lots of research and 
experiments – but also the spark of a 
single idea or a experiment gone wrong  
  Scientific discoveries are  very valuable 
to society – but hasn’t lots of science 
advancement  got the world into trouble ? 
  Now disproved science from the past 
has little value but is creating knowledge 
always about finding a final correct 
answer ?  
 
 
 
Queensland Academies Young Scholars and 
Partnership Schools Program  
A teaching and learning strategy for highly capable/
gifted Year 5-9 students within mainstream schools. 
A sustained partnership schools network:  
• Junior Secondary Model (year 7/8/9)  
• Education Queensland’s Framework for Gifted Education 
• Extends opportunities for identified students in state middle 
schooling   
	  
Context is “Pedagogy not Content” re IB and Australian 
Curriculum   
 
“ 
 
 
 
Curriculum Context  
 
•  The realms of interior, industrial and fashion design derive 
much functionality from sciences including physics and 
engineering. 
 
•  Embracing these combined fields of unique discipline specific 
knowledge and creative outcomes in a way that will engage 
student’s imaginations and encourage critical inquiry. 
 
 
 
 
Queensland Academies Young Scholars Program 
Evolving Design Skillsets through Art and Science 
Building curriculum for design thinking (design briefs, design 
process, and design legacy) AND developing discipline 
knowledge through reflection on action (Schon, 1987) 
 
Facilitation by professional designers + tertiary design 
academics and students  
•  empowers gifted students to develop new solutions AND 
embed process + visualise career pathways 
•  allows tertiary students to reflect on their own process 
development through mentoring 
 
 
 
 
 
Queensland Academies Young Scholars Program 
Evolving Design Skillsets through Art and Science 
•  idea facilitation – mobilising/energising to innovate 
•  value negotiation – facilitating financial/ecological/ethical/
social value trade-offs 
•  visualisation of the intangible – modelling new systems, 
strategies & policies  
•  navigation of complexity – helping to profile impact of 
emergent ideas on future opportunities 
•  mediation among stakeholders – building understanding of 
requirements/motivations of stakeholders  
(Inns, 2013:41) 
 
	

	
Queensland Academies Young Scholars Program  QUT Second Skin – Fashion & Sun Safety Workshop  
(2012 – Present) 
Featured on childrens television show Totally Wild May 2012 
Image from Second Skin Workshop Program 2013 
Second Skin Workshop Program 2012 
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Second Skin Workshop Program 2012 
	

	

Second Skin Workshop Program 2012 
	

	
Queensland Academies Young Scholars Program  QUT Design Pressure Test (2013 – Present) 
Featured on childrens television show Totally Wild September 2013 
 
Design Pressure Test Workshop Program 2013 
	

	

Design Pressure Test Workshop Program 2013 
	

	

Design Pressure Test Workshop Program 2013 
	

	

Design Pressure Test Workshop Program 2013 
	

	
Queensland Academies Young Scholars Program  The Cube at QUT 
	

	
Queensland Academies Young Scholars Program  
	

	
Queensland Academies Young Scholars Program  
	

	
Queensland Academies Young Scholars Program  
 
 
 
Research : 2 key activity phases  
(participatory action research) 
	  
Phase 2 - Analysis of DATA 
Student, facilitator, parent and mentor surveys/reflections 
re the IB learner profile/pedagogy and role of universities/ 
museums/cultural organisations    
Phase 1 – Young Scholars workshops at QUT 
Creative industries Faculty: 
•  Second Skin and Design Pressure Test Workshops 
•  Developing Apprentice Entrepreneur Workshop 
•  Design criteria: aesthetics, ergonomics, structure, concept and 
environmental impact     
 
 
 
Pedagogical Experiences as Research  
	  
Based not on “content” but rather pedagogical innovation based 
on  the importance of object based learning tacit/experiential 
learning concepts including immersive /experiential strategies(both 
face to face and online), creative, intellectual and social strategies.  
Claxton, 1999) in Hooper – Greenhill (2007) Museums and Education : Purpose , 
Pedagogy and Performance, Routledge, Oxon) 
 
How does utilisation of the IB Learner Profile faciltate student 
reflections in this way?  
 
 
	  
	  
 
 
 
	  
 Longitudinal Outcomes 
Benefits to the Field - Differentiation strategies for 
highly capable students centre around:  
 
• Authentic tacit/experiential learning concepts  
• Immersive /experiential strategies (face/face, online) 
• Spatial and bodily awareness (moving through a curated space)   
• Intellectual social strategies 
• Relationships with like-minded peers (museum professionals) 
• Highlighting potential career pathways 
	  
 
• Authentic tacit/ 
 
 
 
	  
Longitudinal Outcomes 
  
Putting the STEAM into STEM as a way to grow engagement in 
science education  
• Business / design thinking / sciences  
• Innovation  
• Empathy and the global citizen 
